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THIS PRODUCT HAS BEEN RATED BY TH*ENTERTAINMENT SOFTWARE RATING
BOARD,FOR INFORMATION ABOUT THE ESRB RATING, OR TO COMMENT ABOUT THE
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THE OFFICIAL SEAL IS YOUR ASSURANCE THAT NINTENDO HAS APPROVED THE
QUALITY OF THIS PROQUCT. ALWAYS LOOK FOR THIS SEAL WHEN BUYING GAMES AND
ACCESSORIES TO ENSURE COMPLETE COMPATIBILITY. ALL NINTENDO PROBUCTS ARE
LICENSED BY SALE FOR USE ONLY WITH OTHER AUTHORIZED PRODUCTS BEARING
THE OFFICIAL NINTENDO SEAL OF QUALITY.
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The default controller configuration is shown here. All
references to button selection in this manual will refer
to the default controller configuration.

Start

Control Stick
z

C Button Down
C Button Left
C Button Right
C Button Up

R

e

Jump

Fire

Pause

Controls Buzz's Direction
Target Lock/Status
Spin/Stomp (While Jumping)
Camera Pan Left

Camera Pan Right

Switch View

Switch View

GAME CONTROLS
To select menu items, use the Control Stick up/down to high-
light the option you want to select and press the
A button to accept.

CAME RESET
To abort the game, press Start to pause the game and dis-
play the pause menu. Choose Exit Level from this menu, and
then highlight and select Yes to return to the Level Selection
screen.

STARTINC UP

ConTroL STick FuNcTION
The Nintendo 64 Control Stick uses an analog system to
read the angles and directions of its movement. This allows
subtle control that is not possible using the conventional +
Control Pad.

When turning the Control Deck power ON, do not move
the Control Stick from its neutral position on the controller.

If the Control Stick is held at an angled
position (as shown in the picture on the left)
when the power is turned ON, this position
will be set as neutral. This will cause games
using the Control Stick to operate incorrectly.

To reset the neutral position once the
game has started, let go of the Control Stick
so it can return to its center position (as
shown in the picture on the left) then press
START while holding the L and R Buttons.

The Control Stick is a precision instrument — make sure
not to spill liquids or place any foreign objects into it. If you
need assistance, contact a Nintendo Authorized Repair
Center.




HoLpiNc THE NINTENDO® 64 CONTROLLER

While playing Disney/Pixar’s Toy

Story 2, we recommend you use the

@S hand positions shown at left. By hold-
= e Lo ing the controller like this, you can

) S operate the Control Stick freely with
your left thumb. Using your right thumb,

/ / you can easily access the A Bor C

Buttons. Place your left index finger
on the Z Button on the back of the

controller.

CONNECTING THE NINTENDO® 64 CONTROLLER
To play Disney/*

Pixar's Toy Story 2,
connect a controller
to socket one located
on the front panel of
the control deck.

If you change the
connection during the
game, you will need to
turn the power OFF to

make the connection
active.

RumBLE PAK™/CONTROLLER PAK
Disney/Pixar’s Toy Story 2 is compatible with the Rumble
Pak accessory. Before using it, read the Rumble Pak acces-
sory instruction booklet carefully.

The Controller Pak gives the player the option to save a

game at the end of each level. Only swap the Controller Pak
and Rumble Pak when prompted to by the game.

MAIN MENU

Choose from the following
options to begin playing
Disney/Pixar's Toy Story 2:
Play Came

Choose this option to play a
current game or to start a
new game.

Options

Choose this to go to the Options menu.
Controller Pak

Choose this to load/save the game or manage the
Controller Pak.

Use the Control Stick left/right to select between three
options:

Load Came—To load a saved game from the
Controller Pak.

Save Came—To save the current game to the
Controller Pak.

Start New Game—To start the game again from the
beginning.

When you load or save you will then have to specify
which of the three game slots to load or save.
Use the Control Stick left/right to choose a slot and
the A Button to accept.

.

MAP SCREEN
The Map screen allows you to go to different levels.
Use the Control Stick to move between levels. Press
the A Button to select a level.



OPTIONS SCREEN

Use this screen to adjust the

volume of the music and
sound effects. Use the
Control Stick up/down to
select an option and use
the Control Stick left to
decrease volume, Control

Stick right to increase
volume. When youTe finished with volume adjustment,
press the B Button to return to the Main menu.

DISNEY/PIXAR'S
TOY STORY 2

All the toys are together in
Andy's room, Buzz and Rex
are playing the Buzz

Lightyear video game.
Woody excitedly pre-
pares for his annual trip

to Cowboy Camp with
Andy, but when
Woody's arm is accidentally
torn, he has to stay home.

While Andy is away, Woody
) is accidentally placed outside
I , at a garage sale. Even
though Andy's mother

insists that Woody is not for sale, a greedy toy collec-
tor stedls Woody when she's not looking.

Buzz desperately tries to save Woody from this
stranger, but he's too late. Luckily, a personalized

license plate on the toy collector’s car gives
Buzz a clue how to find Woody. Buzz
makes plans to get Woody back
safely by the time Andy comes
home from camp.

Buzz has to enlist the help
of all the toys in the family to
bring Woody back and
save him from this
unpleasant man. They
are all in store for an
amazing adventure as
Buzz must get out of
the house, through Andy's
neighborhood. and into
the thieving collector’s toy
store.

When Buzz reaches the toy store, he
redlizes that Woody is still nowhere to be
found! Buzz must hitch a ride to the toy col-
lector's house to find Woody and rescue him.

it

While Buzz is trying to reach his pal to bring him
back home, Woody is falling under the spell of a wise
old toy. The Prospector doesn't want Woody to go
back to Andy because Woody is the final missing
piece to create toy fame for the old Prospector. The
Prospector convinces Woody that he is old and Andy
is going to grow tired of him.

When Buzz finally makes it to the toy collector's
house to rescue Woody. Woody doesn't want to go!
Buzz must remind Woody about their toy family and

their best friend, Andy.



PLAYINC THE CAME

To progress through the game. you need to collect
Pizza Planet Tokens. As you collect more tokens, more
zones of the map will open up for you to explore,
There are five zones in the game.

There are five tokens per level (except when you
must fight the big bosses). You don't need all five
tokens to progress to the next level, but as the game
goes on, you will need more tokens to get through to
the later zones.

You must get through all the zones to win the game
and rescue Woody. There are five different
ways on each level to get tokens:

Coins—Collect coins to give to Hamm.
When he is happy with the number of coins
you have given him. he will give you a token.

Mini-Boss—[Cach level will have one
unigue enemy that must be defeated for a
token.

Five Collectibles—Fach level will have a
character that gives Buzz the task of finding
five objects. For example, Buzz must find
five of Bo-Peep's lost sheep in Andy's
House.

Puzzle—There is a puzzle on every level,
Every time you solve a puzzle you will get a
token.

Race—Fvery level has a time-based
obstacle course or race that you must
beat in order to obtain a token.

BUZZ LICHTYEAR'S MOVES

You can do loads of cool things with Buzz Lightyear in
this game. Except fliyl

RunN
Use the control stick to navigate Buzz through the lev-
els. He never gets tired. He's a Space Ranger!

Jump
Press the A Button to make Buzz
jump. Press the A Button when
Buzz is in the air to make his

wings extend to get an
\ extra double jump.
g

CrAB N’ PuLL Up

If Buzz runs or jumps
into an edge he
will grab it and
pull himself up.

PoLE CLiMB
L'" If Buzz runs or
jumps into a pole
or chain, or
maybe even a plant
stalk, he'll grab onto
it and climb up.
Don't forget
he can also
‘slide down
tool

?

ey



Zip LINE SLIDE HELPER CHARACTERS

If Buzz jumps into a zip line. hell grab it and slide down

&
to wherever it goes. Press the A Button and control MR. PotaTo HEAD

stick left/right to jump off the zip line. Mr. Potato Head™ keeps
losing pieces of his
PusH body. Bring these
Buzz can push some items in the game—be on the back to him and he

lookout for those items. will give you a spe-

cial Space Ranger

SUPER F“T S'I‘OHP power-up. Once
Press the A Button to make Buzz jump. then press i opened, that Space
C-Down to make him do a super foot stomp. Use the Ranger power-up can
Foot Stomp to press buttons, operate machinery, or be reused throughout
catapult Buzz into the air. . the game.

TARCETING MODE
Buzz can switch to an inside-the-helmet-mode to tar-
get enemies or to use his Space Ranger grappling
hook. Press the R Button or C-Up to enter helmet-
cam mode and the Z Button to lock onto enemies or
grapple points.

REX
LASER FICHTING Yog'll find

Buzz's laser is his primary weapon. Press the B Button Rex in every
level some-

to fire the laser either in regular or targeting mode.
Hold down the B Button and release when the charge
meter is full to fire a super-charged laser.

where. He's there
to help guide you
and give you advice
on what to do to
get the five tokens.

SPACE RANCER SPIN ATTACK
Buzz can do a spin attack by pressing C-Down. This v
can also deflect some enemy attacks if you time it
right. Hold down C-Down and release when the
charge meter is full to do a super-spin attack.

#,




SLINKY® Doc
Youll find Slinky*
Dog on some lev-
els ready to offer
you a tough
challenge in
orderto geta
token. Remember,
Slinky® Dog is on
your sidel!

HAMM
Cive Hamm the
coins Buzz has
collected. He is
always happy to
accept a donation.

. — —

LEVELS IN THE CAME
ZoNE ONE

Level One - Andy’s House

The adventure begins back at Andy's home after
Woody has been Kidnapped by Al, the toy collector.
Find Rex outside Andy's room to get some hints then
explore the whole house with Buzz to find the five hid-
den tokens. Try to get as many as you can!

Level Two - Andy's
Neighborhood

Buzz moves outside from
Andy's home in his search
for kidnapped Woody. Look
out for Sarge, the BIC., BIC
tree and the Space Ranger
Rocket Boots!

Level Three - Bombs Away!
Defeat the Neighborhood boss to progress to the next
zone.

ZonNE Two

Level Four - Construction
Yard

It's nighttime, and Buzz has
entered a dangerous
construction site on his way
to save Woody. Try to get to
the top of the building being
constructed if you can.




Level Five - Alleys and Cullies

Buzz gets trapped in a rainy alleyway and must explore
it to find his way out and get back on the trail. Look out
for the Space Ranger Crappling Hook to help.

Level Six = Slime Time
Defeat the horrible gooey monster in the trashcan to
advance to the next zone.

ZoNE THREE

Level Seven - Al's Toy Barn
Buzz has made it to Al's Toy
Barn in his search for
Woody.

Level Eight - Al's Space Land
Buzz must fight his way

through a space battlefield
in this super-tough zonel - AT

Level Nine - Toy Barn Encounter
Cet ready for a close encounter with a way-out space
tov.

ZoNE Four

Level Ten = Elevator Hop
Help Buzz make his way up
through the elevator shafts
to find Al's apartment.

Level Eleven - Al's Penthouse
Al's private penthouse,
where Buzz finds more than
he bargains for!

pcH

Level Twelve - The Evil Emperor Zurg

To progress further, Buzz must face his arch enemy.

the Evil Emperor Zurg.
ZonEe FIvE

Level Thirteen - Airport Infiltration
Buzz must find his way up the
conveyor belts. Look out for
the bouncing cases to help
out.

Level Fourteen - Tarmac
Trouble

Help Buzz through the thun-
der and lightning to grab
those last tokens and save
Woody.

Level Fifteen - Prospector Showdown

Just when you thought it was all over—Buzz must face

his final challenge!
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SOFTWARE LICENSE AGREEMENT

IMPORTANT - READ CAREFULLY: USE OF THIS PROGRAM IS SUBJECT TO THE SOFTWARE LICENSE TERMS SET FORTH
BELOW. “PROGRAM” INCLUDES THE SOFTWARE INCLUDED WITH THIS AGREEMENT, THE ASSOCIATED MEDIA, ANY
PRINTED MATERIALS, AND ANY ON-LINE OR ELECTRONIC DOCUMENTATION, AND ANY AND ALL COPIES AND DERIVATIVE
WORKS OF SUCH SOFTWARE AND MATERIALS. BY OPENING THIS PACKAGE, AND/OR USING THE PROGRAM, YOU ACCEPT
THE TERMS OF THIS LICENSE WITH ACTIVISION, INC. (*ACTIVISION").

LIMITED USE LICENSE. Disney/Pixar and Activision grant you the non-exclusive, non-transterable, limited right and
license to use one copy of this Program solely and exclusively for your personal use. All rights not specifically granted
under this Agreement are reserved by Disney/Pixar and Activision. This Program s licensed, not sold. Your license confers
no title or ownership in this Program and should not be construed as a sale of any rights in this Program.

OWNERSHIP. All title, ownership rights and intellectual property rights in and to this Program and any and all copies
thereot (including but not limited to any titkes, computer code, themes, objects, characters, character names, stones, dia-
log, catch phrases, locations, concepts, artwork, animation, sounds, musical compaositions, audio-visual effects, methods
of operation, moral rights, and any refated documentation, incomerated into this Program) are owned by Disney/Pixar
and Activision. This Program is protected by the copyright laws of the United States, intemational copyright treaties and
conventions and other kaws. This Program contains certain licensed materials and such licensors may protect their rights
in the event of any violation of this Agreement.

YOU SHALL NOT:

= Exploit this Program or any of its parts commercially, including but not limited 1o use al a cyber cale, compuler gaming
center or any other location-based site. Acﬁﬁslmmaroﬂetaseoamle&lebwﬂnreenmwueﬂnhmhm
this Program available for commercial use; see the contact information below.

= Sell, rent, lease, hicense, distribute or otherwise transfer this Program, or any copies of this Program, wmmewwm
wrillen consent of Activision.

= Reverse engineer, derive source code, modify, decompile, disassemble, or creale derivative works of this Program, in
whole or in part.

= Remove, disable or circumvent any proprietary notices or labels contained on or within the Program.

* Export or re-export this Program or any copy or adaptation in violation of any applicable laws or regulations.

LIMITED WARRANTY. Activision warrants to the original consumer purchaser of this Program that the recording medium
on which the Program is recorded will be free from defects in material and workmanship for 90 days from the date of
purchase. If the recording medium is found defective within 90 days of original purchase, Activision agrees to replace,
free of charge, any product discovered to be defective within such period upon its receipt of the Product, postage paid,
with proof of the date of purchase, as long as the Program is still being manufactured by Activision. In the event that the
Program is no longer available, Activision retains the right to substitute a similar program of equal or greater value. This
warranty is limited to the recording medium containing the Program as originally provided by Activision and is not appli-
cable to normal wear and tear. This warranty shall not be applicable and shall be void if the defect has arisen through
abuse, mistreatment, or neglect. Any implied warranties prescribed by statite are expressly limited to the 90-day period
described above.

EXCEPT AS SET FORTH ABOVE, THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES, WHETHER ORAL OR WRITTEN,
EXPRESS OR IMPLIED, INCLUDING ANY WARRANTY OF MERCHANTABILITY, HTNESS FOR A PARTICULAR PURPOSE OR
NON-INFRINGEMENT, AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY KIND SHALL BE BINDING ON OR OBLIGATE
ACTIVISION.

When returning the Program for warranty replacement please send the original product disks only in protective packag-
ing and include:

(1) a photocopy of your dated sales receipt; (2) your name and retumn address typed or Clearly printed; (3) a brief note
describing the defect, the problemy(s) you are encountered and the system on which you are running the Program; (4) if
you are returning the Program after the 90-day warranty period, but within one year after the date of purchase, please
include check or money order for $25 U.S. currency per cartridge replacement. Note: Certified mail recommended.

In the LS. send to: Warranty Replacements, Activision, Inc., PO. Box 67713, Los Angeles, California 90067

N ND EVENT WILL ACTIVISION BE LIABLE FOR SPECIAL, INCIDENTAL OR CONSEQUENTIAL

DAMAGES RESULTING FROM POSSESSION, USE OR MALFUNGTION OF THE PROGRAM, INCLUDING DAMAGES TO
PROPERTY, LOSS OF GOODWILL, COMPUTER FAILURE OR MALFUNCTION AND, TO THE EXTENT PERMITTED BY LAW,
DAMAGES FOR PERSONAL INJURIES, EVEN IF ACTRSION HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES.
DISNEY/PIXAR AND ACTVISION'S LIABILITY SHALL NOT EXCEED THE ACTUAL PRICE PAID FOR THE LICENSE T USE THIS
PROGRAM, SOME STATES/COUNTRIES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS
AND/OR THE EXCLUSION OR LIMITATION OF INCIDENTAL OR CONSEQUENTIAL DAMAGES, S0 THE ABOVE LIMITATIONS
AND/OR EXCLUSION OR LIMITATION OF LISBILITY MAY NOT APPLY TO YOU. THIS WARRANTY GIVES YOU SPECIFIC LEGAL
RIGHTS, AND YOU MAY HAVE OTHER RIGHTS WHICH VARY FROM JURISDICTION TO JURISDICTION.

Without prejudice to any other rights of Activision, this Agreement wil terminate ally it you
fail to comply with its terms and conditions. In such evert, you must destroy all copies of this Program and all of its
component parts,

The Program and documentation have been developed entirely at private
expense and are provided as “Commercial Computer Software” or “restricted computer software” Use, duplication or
disclosure by the U.S. G oralls, G | subcontractor is subject to the restrictions set forth in subpara-
graph (c)1){il) of the Rights in Technical Data and Computer Software clauses in DFARS 252.227-7013 or as set forth in
subparagraph (cX1) and (2) of the Commercial Computer Software Restricted Rights clauses at FAR 52.227-19, as appli-
cable, The Contractor/Manufacturer is Activision, Inc., 3100 Ocean Park Boulevard, Santa Monica, California 90405.

Because Disney/Pixar and Activision would be imeparably damaged if the terms of this Agreement were
not specifically enforced, you agree that Disney/Pixar and Activision shall be entitled, without bond, other security or
prool of damages, 1o appropriate equitable remedies with respect to breaches of this Agreement, in addition to such
other remedies as Disney/Pixar and Activision may otherwise have under applicable laws.

You agree fo indemnify, defend and hold Disney/Pixar and Activision, its partners, affiliales, contractors, offi-
cers, directors, employees and agents harmiess from all damages, losses and expenses arising directly of indirectly from
your acts and omissions to act in using the Product pursuant to the terms of this Agreement

This Agreement represents the complete agreement conceming this license between the parties and

up all prior ag and reg tions between them. It may be amended only by a writing executed by
both parties. if any provision of this A is held to be i ble for any reason, &mmmalﬁlba
mmuwmmmbmnmmn ini isions of this Agi it shall not

be affected, mwmmmm&mumhwasmlamwmwm
California residents entered into and to be performed within Cafifornia, except as govemed by federal law and you
consent to the exclusive jurisdiction of the state and federal courts in Los Angeles, California.

If you have any questions conceming this license, you may contact Activision at 3100 Ocean Park Boulevard, Santa
Monica, California 90405, (310) 255-2000, Attn. Business and Legal Affairs, legal@activision.com.



Proof of Purchase
Disney/Pixar's Toy Story 2
ISBN L-584Lk-049-7
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@ Disney © Disney/Pixar. All rights reserved. Published and distributed by Activision, Inc. Activision is a reg-
istered trademark of Activision, Inc. © 1999 Activision, Inc. Licensed by Nintendo, Nintendo, the official seal,
Nintendo 64 and the 3-D “N” logo are trademarks of Nintendo of America Inc. @ 1996 Nintendo of America
Inc. The ratings icon is a trademark of the Interactive Digital Software Association. All rights reserved. All
other trademarks and trade names are the properties of their respective owners.

Original Toy Story Elements @ Disney. Toy Story 2 Elements @ Disney/Pixar. All rights reserved.

Mr. Potato Head is a registered trademark of Hasbra, Inc. Used with permission. @ 1999 Hasbro, Inc.
All rights reserved

Slinky® Dog @ James Industries. The Etch A Sketch® product name and configuration are registered
trademarks owned by The Ohio Art Company. Etch A Sketch@ @ The Ohio Art Company.




Biep-rixak Ay Audio Adventure
(2)/ that's Out of this World!

STORY

Music from the movie by
Randy Newman, featuring
performances by Sarah
HeLlachlan, Riders in the Sky
and Robert Coulet.

Fun, original songs and

a full-coler songbook,
inspired by your laverite
characters from the mavie.

Take the movie with you
wherever you ge in this book
and tape set featuring the
hilarious movie story.

Available wherever music is sold.
Also order direct by telephone:
1-888-WDR-SINC.

Yisit www.toystory2Z.com

Part of (@ Network.
Original Toy Story elements © Disney.
Toy Stoery 2 elements © Disney/PIXAR.
Slinky® Dog © James Ind. All Rights Reserved.
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LIMITED WARRANTY. Activision warrants to the original consumer purchaser of this Program that the recording médium on which the Program (s
recorded will be free from defects in material and workmanship for 90 days from tha date of purchase. i the recording medium is found defective
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EXCEPT AS SET FOATH ABOVE, THIS WARRANTY 15 IN LIEU OF ALL OTHER WARRANTIES, WHETHER ORAL OR WRITTEN, EXPRESS OR IMPLIED,
INCLUDING ANY WARRANTY OF MERCHANTABILITY, FITNESS FOR A PARTICULAR PURPOSE OR NON-INFRENGEMENT, AND NO OTHER
PRESENTATIONS OR CLAIMS OF ANY KIND SHALL BE BINDING ON OR DBLIGATE ACTIVISION

retuming the Program for wamanty replacement please send the onginal product disks only in protechve packaging and includi:

(1) @ photncopy of your dated sales receipt; (2) your name and returm addess lyped o clearly printed; (3) a brief note describing the defect. e
problem(s) you are encountered and the system on which you are running the Program; (4 if you are refuming the Program after ihe 90-day
warranty period, but within one year after thedate of purchase, pleasa includa check or money brder for 525 LLS. cumency per cartridge
replacement. Note: Certifiga mail recommendad.

In the .S, send to: Warranty Replacements, Activision, Inc., PO. Bm: 67713, Los Angeles, California 90067

LIMIFATION ON DAMAGES. BN NO EVENT WILL ACTIISION BE LIABLE FOR SPECIAL, INCIDENTAL OR CONSEQUENTIAL BAMAGES RESULTING FROM
POSSESSION, LISE OR MALFUNCTION OF THE PROGRAM, INCLUDING DAMAGES T0 PROPERTY. LOSS OF GOODWILL, COMPUTER FAILURE OR
MALFUNCTION AND, TO THE EXTENT TTED BY LAW, DAMAGES FOR PERSONAL INJURIES, EVEN IF ACTMISION HAS BEEN ADVISED OF THE
POSSIBILITY OF SUCH DAMAGES. DISNI AND ACTIVISION'S LABILITY SHALL NOT EXCEED THE ACTUAL PRICE PAID FOR THE LICENSE TO
USE THIS PROGRAM. SOME STATES/COUNTRIES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS AND/OR THE
EXCLUSION OR LIMITATION OF INCIDENTAL OR CONSEQUENTIAL DAMAGES, S0 THE ABOVE LIMITATIONS ANDVOR EXCLUSION OR LIMITATION OF
LIABILITY MAY NOT APPLY T0 YOU, THES WARRANTY GIVES YOU SPECIFIC LEGAL RIGHTS, AND YOU MAY HAVE OTHER RIGHTS WHICH VARY FROM
JURISDICTION TO JURESDICTION.

TERMINATION. Without prejudice to any other nights of Activisian, this
conditions. In such event, mmuﬁmva!mmm&wwandlhmm—mlum

usmmmmmmmhmmmmmmmwmwm private exgense and are provided as

y if you fail to comply with Its tefms and

WWMWEMW& o rssmted Mer software.” Use, duplication or disciosure by the U5, oralls.

subject o the restrictions set amwmnhtcm(’uolmmmmmlnuhand swwammm
mmn??maummfmmmm nmmulmmwmawwm
FAR 52.227-14, a8 applicable. The Manmﬂnr Activision, Inc., 3100 Ocean Park Boulavard, Santa Monica, Mmm

mmwmmmm ireparably damaged if the terms of this Agreement were not specifically enforced, you
Activision shall be entitled, without boad, wmumdmm

tnat Disney/Pixar and wilh
. rwnmmmmmmmmmmmam mwm\dnm‘em%

mmmmwmmmmmwmmmmmmaﬂmmm , Emiployees
and agents harmiess from all damages, mmwmm«hﬁmmw&bmmnmnmmehm
pursuant to the terms of this Agresment

MISCELLANEOUS. Thi tepresents mhlz this ficense be e supersades
wmm-ﬁm:amnm It may be amended anly by a wiiting executed by both parties. If any provision of this Agreement is
held to be unentorceable for any reason, such provision shall be reformed only to the extent necassary to make it enforceable and
mmummwmmmmmmmmmmmsmm appiied to agreements

residents entered inko and o be performed within California, extapt as govermed by federal law and you consent fo.the exclusive
mmnm of the state and mmmmmm

Ima;?r?;e m umyoummummmmmwmmmmm
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